Dungeons & Dragons® Basic Set 
Dungeon Module CO 


The Flower Field 


This is a single page ‘railroad’ adventure for any level party in 
seven acts, set in an alternate Meso-America. 


¢ — Mid-day along the road. 
¢ A celebration interrupted. 
¢ The PCs give chase. 

¢ A fight to the death. 

¢ Returning triumphant. 

¢ = -Revelry. 

¢ Morning Dawns. 


MID-DAY ALONG THE ROAD 

“Tt is late in the rainy season and just after mid-day. You’re 
navigating a muddy road. There’s a bend ahead. From around 
the curve you can hear raised, strained voices and commotion” 


“Around the bend you see a large open clearing filled with a riot 
of flowers in bloom. In the midst of it is a small lawn clearly set 
up for a wedding celebration. The people you see are all very 
short (otherwise they appear normal). Some of them look angry, 
some bewildered or sullen. The bride is lovely though crying. An 
older woman, perhaps her mother, consoles her” ... 


A CELEBRATION INTERRUPTED 

(If the PCs approach the gathering they will be noticed by several 
people though all remain involved in their tumult. If they 
question anyone in attendance they will be told a variation on the 
following) “Our celebration was set upon by a band of ghastly 
brigands who stole our food and the groom’s dowry! They ran off 
with it through the jungle, there!” (If any one of the PCs 
signal a willingness to aid these folks, all in attendance will join 
in pleading with them to do so. If the PCs demure from lending 
aide, the encounter ends here.) 


THE PCs GIVE CHASE 

“The trail taken by the brigands is easily followed” ... (LISTEN 
check, just for fun) ... “For an hour, you travel through jungle 
that grows darker and denser until the canopy bathes all the 
ground in dusk” ... (LISTEN check, just for fun) “Though it is 
only past noon, the jungle around you is becoming darker” 
(Actual LISTEN check) “Ahead you can hear voices. Some are 
talking, some are raised in song” (When the PCs get into 
position to spy the brigands) “You can see a large rocky 
clearing that glows red in torchlight. You can see the stolen 
goods and food being roughly handled and appraised. These men 
are as small as the revelers but that is the only similarity. Their 
flesh is rock-gray and nearly hairless. They wear crudely 
fashioned tunics of animal skin” ... (This continues until the PCs 
move to interact, then darkness and silence!) “All at once, small 
angry faces turn toward you. Then, the torches extinguish as if 
on cue. All falls silent” ... (let this hang for 10 seconds) 


A FIGHT TO THE DEATH 

“The torches re-ignite. In the darkness, the creatures moved into 
defensible positions facing” (the PC who alerted them to the 
party’s presence) “They have readied an array of weapons” ... 
(Whatever the PC’s next move, the creatures instantly attack!) 
“While you do that, the creatures attack! Some charge, others 
fire arrows and darts!” ... (Combat ensues! Each creature does 
very little damage, but there are a lot of them and their tactics 
should be VERY annoying — lots of grappling! Any hit from a PC 
will ‘kill’ an opponent. This continues for five rounds.) 


RETURNING TRIUMPHANT 

“Suddenly, the torches extinguish again and all is silent.” (pause 
for 10 seconds) “Above the canopy, the sun must have come out 
from behind a cloud. The clearing is bathed in bright green light. 
Around you, there is no sign of any living attacker — only the 
bodies of the slain. All appear dead” ... (The PCs should 
eventually gather up the baskets of food and gifts and begin their 
way back to the party.) “You proceed to leave the clearing on 
your way back to the party.” (To the last person in marching 
order say: ‘You glance back as you step into the surrounding 
jungle and see — or think you see — one of the creatures raise it’s 
head with a grin, looking at you. Suddenly, his eyes roll back and 
his head falls to the ground again’) ... (any check will confirm all 
the creatures are indeed dead.) “You return to the grove and the 
wedding party. Those assembled cheer and sing your praises. 
They offer you to remain and celebrate with them” ... (If the 
PCs demure, wishing to continue on their way, the revelers will 
insist they take a basket of food with them and the encounter 
ends here.) 


REVELRY 

“The ceremony is of the typical fashion. Upon conclusion, there 
is festive music of flute and drum, singing, and amazing foods. 
There are delicacies warm & cold, savory & sweet, and fruit 
juices of every kind” ... “The party extends long into the night. 
Eventually, your bellies full and your bodies aching from a long 
day followed by dance, you begin to drowse” “You’re all 
beat! Please, will saves all around” ... (This is just set dressing, 
unless a nat. 20 is rolled, they all fall off. Any nat. 20 will result 
in a sleep spell being cast on that PC. They will fail their check.) 
“One by one you doze off, the sound of celebration fading into 
your slumber” ... (The person who got the highest will save 
receives a note: ‘as you are closing your eyes, you see the bride 
and the leader of the brigands both standing over you. They are 
conversing. The brigand says ‘This lot was fun but next time, I 
want to be the bride.’) 


MORNING DAWNS 
(Choose one PC at random) “You feel a hard poke in your rib!” 
... “You open your eyes to see a porter getting ready to stick you 
again with the butt end of his spear. Someone shouts ‘Get Up!’” 
“The Jaguar Knight Citlalic and her retinue are standing 
over you, looking disgusted” ... (INT Checks just for show) 
“You find yourselves naked, having slept the night in an empty 
field of flowers. The sun is high in the sky. Citlalic can’t even 
bring herself to look at you. Her displeasure is palpable.” (Each 
PC will see their belongings laid neatly on the ground beside 
them. The area all around shows no sign of the festivities.) 


Freestyle what remains. Cheers! 


BEHIND THE CURTAIN... 


KEY TO NOTATION 

“This would be read aloud to the players” 

(Stuff for the DM is in brackets) 

Ellipses ... show places to stop for PC discussion 


CREATURE TYPE 

The revelers and the brigands are all of the same magical race 
and represent some sort of Meso-American Fae creature. They 
wield powerful spells of illusion (and sleep) that they cast as a 
group. There is no need to select an actual race for these folk as 
they will take all steps necessary to not enter into actual combat. 
The PCs can not truly harm them. 


THIEVING FROM THE CREATURES 

The creatures will take no offense if a PC tries to pocket some of 
their stuff. Such behavior amuses their mercurial hearts. In any 
case, such items are purely illusory and will be soon turned to 
dust... or a pocket of feces. 


STREET CRED 

News of the state in which the PCs were found will likely be 
spread by the retinue who awaken them. You may choose to have 
this embarrassment dog the party. 


AN OPTIONAL TREAT... 

If the PCs make it all the way through the adventure with ‘good 
behavior’, the creatures may decide to leave them a boon of 
some sort for being such good sport. It should be something 
magical and wondrous but something expendable and not overly 
useful would be most apropos. Use your imagination. (e.g., A 
piece of chocolate that gives them a +1 to CHA in social 
interactions with members of the opposite sex for a day.) 


..AND AN ACCOMPANYING TRICK 

If an Optional Treat is given then a requisite Trick would be 
mandated. Something as simple as painting their toenails some 
day-glow color that would last for a month would be about right. 

Then — if they meet an old local within a half-day’s journey, that 
person will see their toes, break into a broad grin, and quip 
something like, “Oh! I see you’ve been to a wedding.” 


A 1d4 Cats Adventure 


